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HEED DESTtNY^S CALL I [J ^ J en''th£ 1 2T^^tARU^NOw''H 1 SOUL 

“""ME'"UT'rH?'s''II CLeT ^0 STONE «AS LEFT UHTNfiHEO TO FINS TOU 
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etconie to Cqgtle MacPhlles, and the ihou- 
sond‘j?eor saga of TliU manual 

mil acquaint jmu with the unique customs 
and tTflditlons of the Castle^ and provide 
you with the basic facts that will moke your 
first few days os couLfortabEe and easy as 
possible. If you have questions tiro I are not 
addressed Lur tiiese poges, v/e recommend 
that you turn to the online Guidebook or 
usk the hired help for ussistance, 

■ififlt -u^aufif rm... 'Hired di'Sp', itide£d...\vtsf 'cofftfortaBi^ir. and easu ' an.' 
jic?' ifie words I 'd cfuiose io desenBe tBi.s pBcic^. 'But Wc^'ne Business 
to to^tf. care of afore / t'dri siioTi^ pc tfie ciist[i'...[ni jf jSt fi; iti 

HARDWARE R EQU rREMENTS 

To tun Gundesdny, your computer should meet one of the following hard- 
ware and software configurations: 


IBM-PC AND COMPATIBLES 

• tBM-PC oompallhle computer with a Pentium P60 microprocessor 

• Windows 

• SMB of 

■■ local bus video card with IMB of RAM which is compatible with 
DirectDraw 2.0 or later 

• 100% SoiindBlaster-compaUble sound card 

• Hard disk with at least 8MB of free space 

• Microsoft-coinputible mouse 

We also recommend: 

• Good quality powered speakers 
■ Fast Intetnei connection 



CuNDesTwy 



S 


UNINSTALL 


TO BEGIN INSTALLATION 
OF CLANDESTINY... 

WINDOWS 9S INSTALLATION 

Please insert Clartdestiny Disk J into^^ur CD-POM drive. 

If your computer is AutopJay capable, a Ocindesilny menu wilt nutomad- 
cally appear on the screen. 

Select "Install'' to launch the instatlatian program. Follow the on-screen 
instruction to Install Oan-dejfiny on your system. 

If your computer isn't .■kutoplay capable^ double click the "My Computer” 
folder on your desktop, then select the drive letter whEch represents your 
CD-RDM drive {usually drive "D''). 

Double click the icon lobbied "Setup." follow die Instructions to install 
Clande.sfjny to your hard drive. 

You may hove to restart your computer before launching OandestTfiy. You 
will be prompted to do so If this step i.s necessoiy. 


Please insert CJoJidestmy £>i.sk J iRfoyoim CD-ROM ihive. 

If your computer is Auttjploy capable^ a Cionefesfiny meiru will automati- 
uilly appear on the screen. 

Select '''Uninstall" to begin the process of ramo-ving Oarrdej/fNy from your 
hard drive. Follow the LEistrudions to uninstall Pandasdw. 

If your computer Is not Autopluy capable,, dick on the "Start Menu" 
button and -select "Programs", Within this directory select tire "Triiobyte" 
folder ond choose the "Uninstall" option. Follow the on screen instimc- 
rtons to rerno^'e nondes/Iny from your system. 


An Internet connection is recommended so you con gain acoass to Trilohyte'S 
websitGr which Include a special section dedicated to players of C/a?]dc 5 f?ny. 
You will fltid useful lips,, gtttrie updates, and perhaps even a contest where you 
can win fantustic prizes. Come theck it out ot 


ABOUT OUR WEBSITE 



CLSNOeSTW 
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GETTJNG STARTED 


sff, lid £ot wcM have peF ^ood, ‘‘Ific- 

H£Tif masUr and fit'; ^ridn-tO-Bi are. a-wai-Hn ' ff-.r in 
thtfo^er, and we'd 6:^st not 'em maitijit tw-ur.... 

da this ctra-piir tdCs step % step and na 
dawdfin '/ and wc 'ff Be an anr wuiji 


THE CLANDESTIKY WELhCOME SCREEN 

This is an esamplG of the first screen that appears when you latmch the 
yame. It offers you four options; 


XV t L t,. U M t 
NOW ]» L A y I N G 

CL.^Mjl>nNV 0-St. I 

Chance StTUi* 

READ 'ME 
Exit This Reautv 

n'ftw Ibyl* toki 



1 . NOW PLAVtNG 

Ckk an Qondeiitiny Disk 1 when youTe ready to begin gtimeplay. 

2. CHANGE SETUP 

The options on tlie Change Setup screen let you specify the way Oa?]i±5d?]y 
will be displayed on your computen The default setting (Quarter Screen 
Video) that appears on the screen Is optimized for most compiileci,. so you 
prebobly won't have to change it 

To play Oandejfirjy with Full Screen Video dick on the text showing your 
current video display setting. 

3. READ ME 

Check this areQ far last-minute information that didn't make it in your 
inanual. 

4. EXIT THtS REALITY 

Qick this option to leave the game and return to your opeialing system. 



SETTING THE BRIGHTNESS LEVEL 

CostJe Macl’hiles is ancient and mystefious. Attbis screen, adiustyour monltot^s 
brightness to the lev'el tlint shows OandesUtt^ in the best possible light 

In the mouths of each of The four faces is □ ietlen Adjust the brightness 
controls on yout monitor uitH! you can Just sod these foar letters. 

When you're fintshed. click any of the letters to move on. 

THE ARRIVAL 

Vou now find yourself (along with our hem, Andrew IdaePhiles, the reluc- 
tant nth F.ori of MacPMles, and his lovely bride-to-be, Paula) on a wind- 
swept highway in the Scottish Higliinnds, just a mere half-mile fram die 
absolute Middla' Mo where, ond somewhere In the vicinity of Castle 
Mod’hileSr 

To bypass the arrival, dk:k the JdGHT mouse button once. 

SELECTING A DIFFICULTY LEVEL 

You can dioose to ploy Oondesriny at nne of three difficulty levels: 

• Tlrave — Vou are left lo solve oil of the puzzles at their most diffladt 
settings- Good luck! 

• Nervous — The puzzles are the same as in Brave mode, but altered to 
make tliem somewhat easier. l^:rhqp.s the puzzle is partially completed, 
or perhaps it's organized in o way that makes tlie solution more obvi- 
ous. Either way, thk option allows you to solve the puzzles foster, but 
still enjoy the challenge. 


• CDwardty — The favorite setting of anyone who's km to Clan MacPhile^l 
At this level, carh puzzle Is just one step from completian. You only 
need to make the final step to solve U. 

ITie above levels don't apply to the Dour Riddles; you must play them alt 
at their most difficult level. But don't woiry: the odstle's enthusiastic and 
friendly staff is usually lurking raearby, eager to assist yoal 

Once you click on the difficulty level, you next find yourself in the foyer of 
Castle MatPhiles, ready to explore the new laird's home. 

1 Vf find ahatit I'ttoiipB afidiis rot. 't tje warr^ 

a&ont tfi£M BacfSf noTi/: I'ff Be Bandfin ' 'em fer pe. ’Uie nit af tfis 
C-Bapterf^dpiBin' rniieB to it — just P^iff Cdatfief'. f/e. Want tap 
(idaiee, ps 'fl quit madia ' and pet perse ff the pamer 1 'ff he ' 

pe fater! 

LOADING A SAVED GAME 

To return to a Clandesffny game tliat you previously saved; 

1. If you have fust launched Ciandestiny^ you be taken to this 

page after the logo screens are displayed. Dating gameplay/ go to the 
PHOTOS section inside jt^rGuideHaok. You may find this fioudy 
re 50 unce in the upper right section of the .scroen. 

2. Click on the photo that displays the room imogc and desscription 
that you want to refurn to. 

J, Ojeft: the room image. The gatme wtU begin at the pkjffi you fast saved if. 





NAVIGATION 


ICONS 

Elere are the various Econs that may: appear os >-au play □ancfe5(jm'; 


hy li that hand waving no-no-no at me? How do T 
get upstairs? Why did my oirso: just tom Into an 
eyeball? And what in the nume of MacPhtlesis that 
creepy pulsing brain thing? 

jiesdii ^tran^er stffmacfi ifist (ritit i/yr fitJpn to 
Be at home, kert-f 'Jfi ' and (tram tin maJis 

tkatt stn^uts JtJ- a f\n& fat haggi';... th&fTe 

imponaTUf md if tjn can 'f jigger out on ye.r imnh ye 'd &£st Be ti-rrtirfw ■ 

ikis cn^pteri 

ABOUT THE. SCREEN 

Your game screen is divided into three basic areos: 

• The Top Shelf— The dork band acrosii the top of the screen usuaily 
contains one or two dewces that may he useful in your cmTent predica- 
ment (whatever it may be). Generally, during gameplay thcK will be 
the Camera (far saving games) and the GuideBook {for hints and tips.) 
The Exit Icon may appear here as wtH, More about these icons later. 

• TJw Afain .Screeft— This is where all the gameplay takes place. ^ 

• r#K BaWom Shelf— The dark band across the bottom of the screen 
displays various icons used for gameploy commands, 

To find out more about all the game icons, read on , . * , 


BECKONING HANDS 

These hands tell you liial you can move forward, left, or right l.eft'Clicfc 
once to move in The indicated direction, 




WAGGING HAND 

This hand tells you that the area you're trying to enter is ofTdimits, or that 
you can't do whatever it is thut you're trying to do. 





EXIT HANDS 

No. this doesn-'t mean that some mummy is trying to hitch a ride. But 
when this icon appears in the Bottom Shelf, you can left-dick it once to 
beat a hasty retreat to the nearest exit door. 



ROTATING HANDS 

When this hand appears on the Bottom Slrelf, you can left-dick it once to 
turn around ISO degrees, facing the opposite direction. 




THROBBING BRAIN 

When this Icon pops up on the Bottom Shelf, you 
are in the presence of an active challenge. If you're 
brain's not throbbing nosv, it prabahly will be... 
soon.,,. 



drama mask 

Found in the Story pages of the 
Guidebook (right behind the 
Photos page), the Drama Mask 
allosvs you to review any drama 
which, you have piievlously secn. 



ROI-LING EYEBAI-LS 

While you're moving around the 
castle, your cursor turns into a 
Rolling Eyeball whenev'er it lands on 
something you might want to 
examine more closely. In a diallenge 
situation, the ainior eyelwll changes 
color every time you move it over a 
different hot spot. 










PUUSING EYEBALL 


During a challenge, this eyeball appiiars whenever , 

TDK BOf)' 

die objed; you have selected has more than one | 

lo 

potential destination. You may also deselect Ihe 

TOlLAkS; 

object by left-clicking il. The message of the Puls- 


ing Eyeball is; DECIDE. 






CHATTERING TEETH 

These teetli appear when theneLs somtithin^i 
CO hear. To give <j listen, left-cHck once. 


THE CAIVfERA 


Vour camera sits on the left side of the Top Sholf. 
Voii can use il to save u gome in progress. To find 
out how lo do this, see '''Saving A Came" bter in 
this section r 


THE GUIDEBOOK 

The CuideBook may be foimd on the right 
side of the lop Shelf during the game, Sf's 
your major source of history'^ lore, and hints 
os you make your woy oround the Castle. 
[There's even a mopr in case you get lost.) 
Refeiring to the GuSdeBook is the best woy 
to summ on the Ejidomitabty gomilous Fergus, who tun usually be trusted 
for a useful fact or even hie complete sotuhonp if you want it. When 
you're working on q Challenge, the Guidebook automatically opens to 
the Tips section. 


EXIT 

This way out. Found on the Top Shelf over the 
GuideBook and Camera, you moy leave 
Clondesllny by left-clicking where you see this 
icon. Select the GuideBook so it appears on the 
screen. Next, go lo the Top Shelf and ieft-dick 
on EXIT. You'! I be reminded to save your 
progress, but if ya gotta go, yo. gotta go... 

Haste ye back! 




CLSNOeSTlNy 


THE JNS & OUTS 

!Maf.iFfiU'r.s was quits £>6viotisfq [mi ft as a fiiifamt, ntfi a 
ilotd^ thcye are a few tfUn^s yc dwufd ^e.n to tna!^ qer stat} a wee ftti: 
comfaHafjfs- 

SAVING A GAKE 

As you iteip Andrew and Paulo through their adventure, don't forget to 
slop once in a while and protect your progress! Saving your game is as 

eos>f PS ta king a snapshot with 
your tnasty old camero: 

J. Afove the curator to the left 
half of the Top Shelf, 
dick on the Camera when it 
appears. 

Z Afove the RoUtng Tyebali 
cursor over the nine nuinhers that appear at the top of the windcrw. 
Highlight the number correspoading fo the snapshot frame in which 
you want to save the game, and teft-dkk to select it You may also type 
the number on /our keyboard. 

If you choose a snapshot frame that olreody contoins onother game, your 
cnrrrent game will replace the existing one. 


!c" 

"Tr 1 




i} 1 



' ' — 1 





3. £nter the nome/ottr game wiN be saved imden To do this, select 
ietfers wh/j the mouse, or type in the caption (up fo 15 chflnjt'tersj'. 

To create a word space, me the hyphen key. The Back Arrow Jt^- is the 
backspace key. 

4. Ciick the SAVE hutton at the lower right side of fhe screen, or press 
EMTtR, To refum to the castle from the Camera vidfhout saving, ctick 
C4JVCTL at tin/ (ime. 

Je cflrt \jsr owtt sttaps fiats of Cfuiidr.^^tinif Bg pressing tde. ffl2 

artytinui. {in kon tftinye^- is s{\owiti\ “Zlft' itsuiyts tfieji {iin. Bi. found in 
sjir ^amts/Cfan ifirectory. 

RESTORING A SAVED GAME 

Don't like it where you are'/ Wont to go buck and start over from where 
you left off last lime? Here 's how; 

1, .Wave fhect/rsorla the right half of the Tap Shelf, and dick on the 
CuidetJoak icon when it appears. 

2. Click the PHOTOS (nh to move to the Photo serf ion, 

3. Ciick on the smpshot tiiot shows the game you want to return to. 

4, Ciick the image on the photograph to re-enter Clandesstiny at 
that point 


And, in seconds, you're there! 









HOUSE CHAULEKSES 





ftiis its sfiatt- fl/jjrj? and 
,'t; But tBtif'n- uJee trouBfe 
L.L^r.^^«.L.« ivsatnt!. pj tfip pnzzfe^. ^e'd Be 
fimdu * 'en\ in t-u>a btinids. it's tbaiX^ittjjs ^ir 
tifokin ' fsr, aud a fim oiu. i^c tigeU 


DOOH RIDDLES 


alphabet) are 


Tlie&e ivord (usual I j' eiypric rhymes 

solved by manipulating the letters of the 
a great many of Castle MacPhlles' doo]>'Qys, 


Solving a Hoor Riddle earns you the right of passage through that door, 
and perhaps others os well. In addition, you wilt fit o word from the 
MacPhtles' family motto into the banner beneatli the family aest Do not 
lose these worcts: ttiey are hard-won treasures, and you may need them to 
solve larger tbalkngos [uter on! 

If you find it necessary to consult the stoff for assistance, you may gain 
access tcf the door, but >^00 will not receive a word for the banner. 


LEN 


If 0 door is dosed to you, and there's no door riddle attached to it, you 
may hove to resolve one of the castle's many other chullengies before you 
can gain access. These challenges indude o variety of logic puzzles and 
other games. Some of these you play against yourself. Some you'll play 
against a ghostly opponent. 

Overcoming a House Challenge usually wins you access to more parts of 
the castle, or unlodts o useful bit of MocPhiles clan lore. 


CLfflcesTiNy 



GETTING HELP 

If you dick the GuideBook while you 're actively pursuing a door riddle or 
a bou^e challenge, it automatically opens to the Tips section. Here's how 
it works: 

1. To get fust ci smoW fifnt, dkk an the lower right corner ofths 
Guidef^ook page ta moift foh(V£ird one page, 

2 . If the SttiuN hmf doesnT help^ page forward again. This hmf will be 
a hlf mare specific. 

J. for each puzzle, fhere are four hints. The third one will be yet more 
specific. And on the fourth page, an offer is made JoiTvic the riddle hr 
you. If you lurn the pagey^f again, the chailenge will be solved for 
you. 

For more infonnotion on the GuideBogk, please refer to the Resources 
section, which begins on the nejct poge. 
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CLShIDeSTiNy 

RESOU 



RCES 


As your cKploratiorES coDhnue, eodi rww plocf you ilsit will be odded to 
this 5 edlon, until youVe mopped the entire castle. 


Ion XtacPhUcs may have twen a qnwuidly bunch . 
but they wereoisD uncommonly liEefcite. Their costlc 

tiociCains o wratth of resointtt iciformaticjn. that will 
prove useful throughout your advent ime. 

THE GUIDEBOOK 

Tile GuldeBopk is generally avalltible any rime 
you're imldf Custlf MiacPhiles. Ifs on the tight 
side rrf the Tup Shelf- Lefl<lidc it> 0|)cn it 

Tlie book's sLx, fiondy diopters aie eo.si1y reached by dicking one of the six 
tnhs on Its hot lorn edge^ fibre's wbal you'll find In eodt ehopter; 

GLOSSARY 

A charming dtettonar)^ of Scottish language and lore. 

* Click one oi ihe letters on Ihe first poge of the Ginssoty to lump 
directly t 0 tliul letter's entries. 

■ Gick on ihe low er right comer oi each Glossary page to thumb 
forward; or on the lower left comer to turn back. 

* Click the CiEci^ary tab again to reiujn to the first page of the 
Glossary. 

MAPS 

When you first enter CaslJe MaePhiles, this section Is nothiny more lhan 
one partial map of the firs! floor, follosvtd by seveml blank pages. 


• To p<ige forward, click the lower right comer of the mop page, 

Clidt the lower left comer to poge bock. 

• Click the ^fapi.s lab to nMum to the ijret page of the Maps seoicuL 

PHOTOS 

The Photo section offers more than win&ome and bl(x»di:'UEdliiTg...a h, make 
that heurtwarming Kodak inorncnts frtim your grand odYennire. It's obo 
where you go to resume a previously sttveri game. Here's haw; 

1. [fie fi/rsor fo the Hgiii fiaff ot the Top SheM and click ivJien 
the CaideBoak appears. 

2. Click the J^hoCcu tab to move to the Photo .^thn, 

I. Cfldt yri the ,wi(jp,^hol (bat shows the gome yow uvj/it fo relurn to. 

4 CWck lire iirtogt on the photograph to re-enter Clandestiiiiy wf 
that poinb 

at therf 'a tito^U nff't'i n'hn-n tfit jitmify pdiift} itf&um fi'Ji r/nu 
rj^rfb inffl ti\f. pfwtogrdpfii...- 

STORY PAGES 

Found behind the Photos section by clicking on the folded tab In tlui 
botlom Tight oamerarthe Guidebook- As. you plTlgres;^thTDuyJ^ C/oncfestiJiy. 
ynu may reipluy scctians erf Ihe story by fllppiiig through the various acts 
and then teft-dlckjng an the image on the page. 



CLSNDGSni'ty 
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TIPS 

An important port of the GiOde'Baok is Ihe Tips .section. 

■ Winte you're wandering around Ca.slJe MocPhiJcs, dioose the Ups tub 
to read Q page of usetiil Iruveller'a lips. The Scottish pos.'ilon for their 
homeland Is evident on ihts page, us is their fond desire Ihat vitiilors 
from abroad receive the wannest possibte wcicome. 

• When you're adrtueliy engaged in u Door Eliddte or HouspChoitHenge, the 
CuideBctok oulOTiiatically falls open to tills section. For each puzile, ifie 
GuldeBook offers Dve pages, containing four lilnls. To view 1 he first hint, 
luni the page by feft-dicking the lower right comer. With coch page you 
turn, the bints grow' more specific. After the fiTiol hint, you receive tin 
offer to have die challenge solved for you outtlfjht. 

LORE 

A tompendiuni of Scottibh myth, legend, ond hl.slory. (It's often hard to 
know where tho myth leaves off and the history begins.) Of comse, the 
fallhful relainvrs of CoHtc MacFhllcs may have their own apinions of 
these starito.... 

. , I 'M'/rjc^r f V tiiaiilif .thuu- JifitH iic- tffficit-e.'.re.r ^au dUlfsniti me port mi if 


BIGHTS 

This section describes a vaj leiy of inlereiiling geotjrnphlcal or historical 
attractions that are pcpilar vrilh many vi-sitars to Scotland. 

LEAVING THE GUIDEBOOK 

To leave the CuldeBook and return to Castle Mocfihlles. left-ciltic to the 
far righl or leh of die GuideBook where you see the Reckoning Bands. 

THE BROCHURE 

At one point, die I2th Earl of Mac:Phlles decided to cadge a tew extriT 
poundb by tunurig the Gtstfe riito a lourui amactkin. The Brochure is lire 
East legacy of this misbegotten ideoi. The Brodiure is an acmrdIcn-pleciEed 
fantasy in plold that goes Into great detoil about Ihc varicjus sights and 
history to be found wittiin the Castle's walls. 

To leas^' the Brochure and return to the game, left<Jlci to Ihe forrighror 

left of Ihe GuideBook where you see the Beckoning Hands. 

OTHER RESOURCES 

In lire kitchen ycfuTl find a Cookhciok full of wonderful oM Scottish 
Tcdpes, many of which are uctually edlbie. In thi‘ Library, ytniTJ find a 
Book of Lore that may fill in siime isnpurlant gaps In the MacPhlles fatn- 
fly history. Olher books introduce you to voriom jHisflinns die MocPhliei 
have cnlertairitd tit one point or another in their ihausond-yeor history. 

Whfinever you find a book, take your time with It. 1 1 may con la in clues to 
aid in your odventun?. 




